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INTERCHANGEABLE  CARTRIDGES  FOR 


A  WHOLE  LIBRARY 
FUN  AND  GAMES 


AT  YOUR 
FINGERTIPS  I 


Interchangeable  Microvision 
cartridges  snap  easily  in  and 
out  of  your  Microvision 
console 


Each  cartridge  is  self- 
contained  with  its  own 
programmable  features 


Six  exciting  games  of 
strategy,  skill  and  chance 
available  separately* 


Microvision  console  not  included. 


MILTON  BRADLEY  COMPANY 


Springfield,  Massachusetts  01101 


CONNECT  FOUR®  Line  up  four  to  score!  Challenge  a  friend 
or  the  computer  to  see  who  is  first  to  get  four  marks  in  a  row.  And 
should  you  pass  over  man  for  the  machine, 
why  not  go  against  the  computer's  master 
skill  level  .  . .  if  you  dare! 

BOWLING 


Get  a  string  of  strikes!  Enjoy  all  the  excite¬ 
ment  of  a  10-pin  bowling  game  with  this  miniature  version  that  scores 
like  the  real  thing.  Work  your  way  up  to  the  master's  level  and  try  to 
cope  with  a  ball  travelling  at  a  back-breaking  pace! 


STAR  TREK  PHASER  STRIKE  Man  your  phasers!  Take  on 

a  squad  or  a  whole  fleet  of  hostile  Klingon  ships.  Choose  the  number 
of  targets  you  want  to  tackle,  their  size  and 
even  their  speed.  Timing  is  essential  as  you  fe  1 
take  careful  aim  . .  .  and  fire!  ■P  „.*o 


PINBALL 

Can  you  bounce  back?  You're  down  to 
your  last  ball  and  you  need  those  big  bonus  points.  Can  you  keep  it  in 
play  that  long?  Well,  here's  your  chance  to  prove  to  the  world  what 
kind  of  stuff  a  real  pinball  whiz  kid  is  made  of! 
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VEGAS  SLOTS  Beat  the  one-armed  bandit!  Set  your  odds  and 
go  for  broke.  Real  pros  can  try  their  luck  at  Double  Dare,  where  it's 
all  or  nothing  all  the  way.  Get  three  iden¬ 
tical  symbols  to  hit  the  jackpot! 


MINDBUSTER™ 

Think  you're  so  smart?  T ry  this  brainteaser 
on  for  size!  Figure  out  which  combination  of  buttons  pushed  will  lead 
to  certain  patterns.  Solve  the  puzzles  in  3  moves  . .  .  or  a  dozen  moves. 
And  remember:  patience  pays  off  . . .  sometime!;. 
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